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Grid Plasmorb 

= One Square on Ballbla- # Pure energy, in visible = Diameter = % meter 
zer Grid = 5x5 meters range. = Mass = 1000 kilograms 

@ Ballblazer Grid = 55 @ One set at each end of = Floats 2 meters above 


Goalbeams 





Squares (275 meters) Grid. Grid 
x 21 Squares (105 @ Motion: approx.5meters/ # Normal color: yellow 
meters) second. @ Initial velocity = 450- 


600 meters/second 





= Curvature ofGrid:an _—@ Initial Spacing = 12.5 











object 2 meters high 
may be seen at dis- 
tance up to sixteen 
Squares (80 meters) 


meters. 


@ Spacing shrinks each time 


goal is scored. 
@ Spacing after seven goals 












Which was when? 






Wicicome ladies, gentlemen 
and variants, to the final 
round of Ballblazer 3097. I'm Slan 





Centuries ago, Slan, at the end of the 










Great Madness—back when there 
was still war. For deep space dog- 
fights, you had to maneuver your ve- 
hicle under the incredible g-forces 
of close combat—reversing thrust 
instantly, sustaining plasma-torpedo 
blasts on your energy shield, that sort of thing. The 
g-forces during space combat would snap your neck 

like a toothpick. 


And soa whole new breed arose, right? The thick 
necks, the shortened synaptic connections, the 
triple-walled lungs. 


Exactly. Part of it was just old-fashioned genetic engi- 
neering, of course. But Ballblazing developed from ac- 

tual military training exercises. They used vehicles like 
our Rotofoils, and forcefields to simulate sudden 

changes in direction and acceleration. Deadly stuff. They 
busted up ten recruits for every one that finally saw 

action in space, Praise Mind, the Great Madness is be- 

hind us, and what we have left is the finest sport of all time. 


















Sterling, the Voice of the Void, 
and ethercasting with me today 
is Arboster Kipling, one of the 
great Masterblazers of recent 
times, now Governor oftheOm- == = 
ega Colonies. Arboster, wel- 
come. We haven't talked since you purchased the 
Omega Colonies with your Tournament purse. 
How is it owning a planetary system? 


Slan, it definitely beats working. On the other hand, 
there are times I'd like to be back in a Rotofoil, working 
the Grids like any other Blazer. 


Arboster, this is the first time an Earthling has 
made the final round of the Interstellar. What 
are his chances? 


| Frankly, I think he’s in trouble. These Terrans are a young 
a oS species—they were barely out of their atmosphere 
. ’ SOS SSS when the game was invented. 








@ Electroboundary sur- = 2.5 meters. 
rounds the Grid and 
keeps Plasmorb and 
Rotofoils within Grid 
field. 
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The screen is split so you each have your own view of the game (1). 
You've got the top screen, so you can see your opponent's fo) e-Tale (=) 
Rotofoil (2). Your opponent sees your purple Rotofoil (3). There's onlya 
half second left (4). The score is four to three with your opponent in the 
lead (5). Your opponent has the ball and is quickly FT 6) o)ce}-Yetal leven (al =) 
Goalbeams (6). But you're blocking the line of fire. 
















This special Apple II Ballblazer Refer- 
ence Card shows you how one or two 
players can play Ballblazer on your 
Apple II Computer system without using 
joysticks. One player can use a joystick 
and another player can use the key- 
board. The keyboard has been divided 
into two sections—the left side for 
Player One and the right side for Player 
Two. The keyboard illustration to the 
right indicates which letter keys have 
been assigned the control functions of a 
joystick. The back side of this card has 
been designed to let you quickly see 
which keys control the game action and 
the direction of the Rotofoil. 


RESET Reset all game, OPTION and con- 
trol settings 
fey OPTION—Choose an OPTION 
2 (Makes game option titles 


blink) 

SELECT a choice or setting for 
blinking OPTION 

START the game 

DEMO mode (Press any key to 
EXIT) 

PAUSE a game—Press again to re- 
Bar Start 





CONTROL + K 





Purple Controls 


Orange Controls 











Apple Ile Keyboard. Apple Il and Apple Ic keyboards may differ slightly. 


ESC Reset OPTION settings 
Space Bar + ESC 


STOP game—return to OPTION mode 


[=] Toggle rhythm sound track On/Off 
Space Bar + RETURN 
CONTROL + § 
CONTROL + § 


RESTART game 
During game: Toggle sound On/Off 


music, reactivate Rotofoil™ control. 
toggle sound On/Off. 



















During “Game Over” or “Introduction” modes: Turn Off 
Press again to 






Select 5-Key or 9-Key game control—toggle between 
{wo options when HUMAN OPTION is blinking. 
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pouble key Double Key 
Control Control 
Example: 
1, Press E to go North 
2. Press F once to go 

North East (diagonal) 
3. Press F twice to go 

East 
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sa a ear is 3097... you are the con- 
, cuent inthe fastest most competitive 
and by far the most popular sport In 
the universe. 
You and your opponent are strapped 
into Rotofoils.” hovercraft-like 
ceses vehicles that skim the surface of the 
playfield at speeds of up to 50 meters 
& a second. Your objective is simple, 
as ——— eet score the most points during the timed 
— competition and be declared the 
champion. Your task, however, IS a 
aie bit more complex. : 
At the speed you're traveling, firing 
the Plasmorb” (ball in earth language) 
through your opponent's goal takes 
more than just skill and timing. Do you 
want to take an Over-The-Horizon 
Shot™ worth 3 points or get within sight 
of the goal for a two point attempt? 
Your safest bet is to push it through, 
but this takes up precious time and 
is only worth one point. Think fast, 
y+ because this is a two-player game and 
Tere your opponent is making the same 
decisions ... or is he? 


Ballblazer... finally the type of two- 
player head-to-head competition 
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